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1   This skill can be used even if the character has zero skill ranks.
×  This skill is a class skills for at least one of your classes.
*   Armor check penalty, if any, applies.    **   Double the armor check penalty.
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SPECIAL ABILITIES

–– RACIAL ABILITIES ––
× Base land speed of 30 feet.
× Darkvision 120 feet.
× Low-Light Vision
× Immunity to sleep effects
× +2 racial bonus on saving throws against Enchantment spells or effects.
× +1 racial bonus on Listen, Search, and Spot checks. 
× +2 racial bonus on Diplomacy and Gather Information checks.
× Drow Blood: can use items keyed towards drow
× Favored Class: Any
–– CLASS ABILITIES ––
× Proficient in light armor
× Proficient with all simple weapons, and with Spiked Chain, Hand Crossbow,
    Kama, Kukri, Nunchaku, Rapier, Sai, Sap, Shortbow, Composite
   Shortbow, Shuriken, Siangham, Short Sword.
× Evasion(Ex): On a successful Reflex save against a magical attack; you
   take no damage.
× Sneak Attack: Any time someone you attack is denied their Dexterity
   bonus to AC; or you are flanking them; you inflict an extra 2d6 damage.
   Ranged attacks must be within 30 feet to gain this; and this extra damage
   is not increased on a critical hit. Creatures that are immune to critical hits
   ignore this damage; as do creatures with concealment.
× Penetrating Strike: Any time you attack someone you are flanking that is
   normally immune to Sneak Attack damage; you still deal an extra 1d6
   damage.
× Trapfinding(Ex): You can use the Search skill to locate traps when the task
   has a DC higher than 20. You can use the Disable Device skill to disarm
   magic traps.
× Ki Power(Su): +2 to Will saves while ki pool isn't empty. For a total of 4
   times per day you may use ghost step.
× Sudden Strike(Ex): Whenever a target is denied a Dexterity bonus, you
   deal an extra 1d6 points of damage. Cannot be used while flanking unless
   opponent is denied its Dexterity bonus.
× Ghost Step(Su): You may spend one daily use of ki power to become
   invisible for 1 round. This is a swift action that does not provoke an attack
   of opportunity.
–– FEATS ––
× Exotic Weapon Proficiency(PH 94) (Chain, Spiked) : No penalty on
   attacks with specific exotic weapon.
× Improved Initiative(PH 96) : +4 bonus on initiative checks.
× Weapon Finesse(PH 102) : Use Dex modifier instead of Str modifier on
   attack rolls with light melee weapons.

Torso Slot

(none) (0 GP) 0

Face Slot

MAX DEX BONUS

(none) (0 GP)

3,029 /

ARMOR/PROTECTIVE ITEM TYPE ARMOR BONUS

The Crimson City

Neck Slot

ACP SPELL FAILURE SPEED WEIGHT

0

Waist Slot
(none) (0 GP) 0

(none) (0 GP)

SPECIAL PROPERTIES

Wgt

Ring of swimming (2500 GP)
Ring Slot (RH)

SPECIAL PROPERTIES

ITEM

Head Slot

Ring Slot (LH)

OTHER POSSESSIONS

Shoulder Slot

Hand Slot

(none) (0 GP) 0

0

0(none) (0 GP)

Bracers of armor (+1) (1000 GP) 1
Arm Slot
(none) (0 GP) 0

SHIELD/PROTECTIVE ITEM ARMOR BONUS WEIGHT CHECK PENALTY SPELL FAILURE

ITEM Wgt

Magic Items Equipped by Slot

(none) (0 GP)

Body Slot

NOTES

0(none) (0 GP)

(none) (0 GP)
Feet Slot

0
1TOTAL WEIGHT CARRIED

LANGUAGES

Common

TURN/REBUKE ATTEMPTS

Drow
Drow Sign Language

CARRYING INFOElven

SOP:

Stocking-cap to hide ear-tips
"Old black man"; House servant

Undercommon
Goblin

HEAVY 
LOAD

58

MED LOAD
LIGHT 
LOAD

116 175

If your cleric level is 
double the HD of the 
undead or more, the 

undead are 
destroyed/commanded 

rather than 
turned/rebuked. Dispelling 
rebuking/turning works like 
turning/rebuking, but you 
must equal or exceed the 
check result of the cleric 

who rebuked/turned.
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